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WQJOCHE TO niE DUCEOS GF MAOMBR! YCXR 
JOB VnL BE TO CHOOSE, SqfUIP, AMD TRAIN A 
BAND (F UABRKBS AM) M/^CAL SREXHALISTS TO 
EEFEAT THE EVIL MAGIMRR. 

Yoa vnL USE the "flayer" frogsam to choose 

TOUR mi. ONCE CHOSEN, THEY WILL HAVE TO BE 
TAKEN XNTO THE DUCBON A LTTILE AT A TIME 
irniL THEY BUILD SKILLS AM) WIN ENOUGH 
TREASURE PGR EWXPHl BQUIFMENr AM) ARMOR. 

PROGRAM 1 : FLAYER 



THIS EROGRAM ASSISTS IN CREATDC THE FLAYERS USED IN IHE GMC. IT IS RUN BEFGRE YOU GET INTO IHE ACTUAL 
GAME TO CREATE THE CHARACTERS THAT YOU WILL USE. IT IS BEST TO CREATE AT LEAST TWO FLAYKS OF EACH SKILL 
TYPE (WARRIOR, WIZARD, IHIEF, CLERIC). 

PROGRAM 2 : DEATH 

THIS IS THE AdCAL DUNSBON EROGRAM. WHEN YOU HAVE CREATQ) YOUR EfUOGRAMS, YOU RUN EEATH TO HTT THEM 
INTO CGMBAT. ONCE IHE CHARACTERS HAVE BEEN CREATED, ONLY THE DEA3H PROGRAM NEEDS TO BE RUN FOR EVIURE 
GAMES. 

USDG FLAYER 



IHE EOILOWINQ RACES CAM BE USH) IN THE GAME. 

HUMAN - IHERE IS MO ADVANTAGE OR PENALTY FOR A HMAN FLAYER IN THIS GAME. THE HUHAN FLAYBl HAS NO 
RESTRICnCNS CN PLAYER CLASS. 

DWARF - THE RACE OF DWARF CAN BE EITHER FIGHIER OR THIEVES. DWARVES CAMIGfT USE HM3IC SPELLS BITT CAM USE 
MAGICAL rTEHS SUCH AS WANDS. THE RACE CP DWARF HAS AM ADVANTAGE OF -fl AUXD TO THE QONSTTIiniON ABIUTY 
AMD A PENALTY OF -1 SUEORACTBD ERCM THE CIIARISMA ABILITY. 

ELF - IHE RACE OF ELF CAN BE ANY OF THE CLASSES. IHE RACE OF EIF HAS AN ADVANTM3E +1 AUXD TO THE 
DEDOHirrY ABILITY AM) A PENALTY OF -1 SUHIRACIID FROM THE OGNSmUTICN ABILITY. 

HALfUNS - THE RACE OF HAULDC CAM BE ETIHER FIGHTERS OR IHIEVES. HAULQCS CAMIQT USE MMSICAL SPEUS, 
Bin CAM USE MAGICAL ITEMS SUCH AS VAtDB AND MAGICAL WEAPONS. THE RACE OF HALFLDC HAS AM ADVANTAGE OF +1 
ADDED TO THE DEXIERITY ABILIIY AM) A PQiALTf OF -1 SUEORACrH) ERCM THE SIRBGTH ABILITY. 

THE GAME ALLOWS THE USE OF THE F0LL0WIN3 CLASSES OF PLAYStS. THESE ClASSES ARE REHIESENTATIONS OF TIC 
FLAYERS OCCUPAnCNS. 

FIGHIER - AS A FUCfSL CLASS, THE FIGHOR IS VERY SffORXANT IN THIS GAME. AIL FIGHURS SHOUID HAVE A HIGH 
STREKHH ABILITY. FIGHTERS HAVE UP TO 10 HIT POINTS PER SOIL LEVEL. IHB FIGHTER HAS THE AEVAMD^ OF 
USIN3 ARROWS DURINS IHE CCHBAT SEQUENCE. THE FIGHmi CLASS HAS ONE SUB-CLASS. 

RANSER - THIS SUB-CLASS IS THE SIRONGEST PLAYER OASS IHAI CAM BE CXEAIED AM) USED IN IHIS GAME. IHB 
RANGER HAS UP TO 16 HIT POIMTS FOR THE FIRST SKILL LEVEL AM) UP TO 8 HIT POINTS AECFD FOR EAC» SmCEZDINS 
SKIIL LEVEL. 

CLERIC - THE CLERIC PLAYER CLASS IS IMPORTANT IN THE GAME FOR TWO REASONS. BY IHEIR VERY PRESENCE, TIS 
CLERIC CAM TURN AWAY "UMCEAD MONSTERS" SUCH AS SKELETCNS AM) ZCHBIES. THE CLERIC ALSO HAS HEALDC SFBLS 
THAT CAM BE USED TO RESTORE AMY OF IHE PLAYERS HPI POINTS. A DEAD HAYER CAMCT BE R£SU»BCIH) AM) A 
PLAYER CAMCT REGAIN HXE HIT POIMTS THAN THAT VLKmi STARTED WIIH. HE MtfiER OF ICALINS SPOLS 
AVAILABLE TO IHE CLERIC INCREASES AS THE CLSilC INCREASES IN SKILL LEVEL. 




WIZARD - IHE FLAYSl CLASS OF WIZARD IS IHE WEAKEST CLASS OF FLAYER IN IHIS GAME. THE WIZARD CAMIOT \SS/f 



OR CARRY WEAPONS OTOER THAN DAGGERS, DARIS AND A MACE. THE WIZARDS ATIRIBUTE IS THE ABILm TO USE 
MAGICAL SPELLS IN OCHBAT. HIGH MDCTERIIY AND INTEIUGENCE ABILITIES ARE PREFESRH) FOR THIS PLAYER CLASS. 
TOE NUMBER OF SPEILS AVAILABLE TO THE WIZARD INCREASES AS "IHE WIZARD INCREASES IN SKILL LEVEL. AT HIGHER 
SKILL LEVELS THE WIZARD IS A VERY SIR0N3 PLAYER DUE TO INCREASED SPELL ABILITY. THE WIZARD HAS UP TO 4 
HIT POINTS PER SKIUL LEVEL. 

ONE OF THE WIZARDS MOST IMPORTANT SPELLS IS MAPPING. PRESSING THE 'W KEY DURING PLAY WILL CAII. UP A 
MAP CF THE DUN3B0N IF YOU HAVE A LIVINS WIZARD WITH YOU. 

THIEF - THE RAYER CLASS OF THIEF IS VERY IMPORTANT IN THIS GAME BECAUSE OF TWO SPECIAL ABTLTTIES OF THIS 
CLASS. THE THIEF HAS THE ABILITY TO FIND AND REMOVE TRAPS ERCM TREASURE CHESTS AND TO HIDE IN THE 
SHADOWS. THESE ABILTTIES ARE EXPLAINED IN THE THIEF'S ABILITIES SECTICN CF THESE INSIRDCnONS. THE THIEF 
CAN ONLY WEAR LEATHER ARM3R DUE TO SWUT MOVEMENT RESTRICTIONS. THE THIS" HAS UP TO 6 HIT POINTS PER 
SKILL LEVEL. 

THIEFS ARE ALSO HANDY BECAUSE THEY CARRY COMPASSES. AS LONG AS TOU HAVE A THIEF WITH YOU, YOUR MAP 
DIRECnON WHL BE DISPLAYED IN THE UPPER LEFT HAND CORNER OF THE SCREEN. 

EACH CF THE HAYERS IN THE GAME HAS CERTAIN PLAYER ABILITIES AS FCILOWS: 

STRENGTH - THE STRENGTH ABILTTY IS A MEASURE OF THE PLAYER'S ABILITY TO LIFT OR MDVE ITEMS. THE FIGHTER 
NEE33S HIGH STRENGTH TO WIELD WEAPONS, CARRY TREASURE, ETC. A HIGH STRENGTH SCORE WILL INCREASE THE DAMAGE 
DONE IN QOMBAT AL0N3 WTIH INCREASDG THE PRQBABILnY CF HITTING THE OTPONENT. 

DUELLIGENCE - THE INTFJJ.IGENCE IS A MEASURE OF THE PLAYER'S REASONING AND THDKING ABILHY. HIGH 
INTELLIGENCE IS NEEDED FOR A WIZARD TO PROPERLY USE MAGICAL SPELLS. 



WISDOM - THE WISDOM ABILDY IS A MEASURE OF THE PLAYER'S ACCUMULATED KNGWLJEGE. THE CLERIC NEEDS HIGH 
WISDOM SCORES TO PRCffERLY USE THE HEALING SPELLS. 

MXTERTTY - THE DEXTERITY ABILITY IS A MEASUREMENT OF THE PLAYER'S AGTLITY AND REFLEXES. THE THIEF NEEDS 
A HIGH DEXTERITY IN ORDER TO BE SUCCESSFUL IN HIDING AND REMOVING TRAPS. A HIGH DEXTERITY ABILITY WILL 
ALSO LOWER THE PLAYER'S ARMCR CLASS DUE TO THE ABILITY TO DODGE THE OPPONENT'S ATTACK, 

OONSTTTUnON - THE CONSTITUTION ABILTTY IS A MEASURIMENT OF THE PLAYER'S STAMINA. A HIGH OONSTTTUnON 
SCORE CAN RAISE THE NUMBER OF HIT POINTS A PLAYER HAS PER SKIIL LEVEL. 

CHARISMA - THE CHARISMA ABILITY IS A MEASURE OF THE PLAYER'S ABILTTY TO ATIRACT AND HOLD FOLLOWERS. 

ONCE YOU HAVE ODSEN THE RACE, CLASS, NAME, AND SEX OF THE PLAYER, YOU MUST OUTFIT THE PLAYER WITH ARMOR 
AND WEAPONS. 

ARMOR - THE FOLLOWING ARMOR IS AVAIIABLE FOR PURCHASE IN BOTH THE PLAYER PROGRAM AND AT THE BLACKSMIIH'S 
IN THE TOWN EROGRAM. 

LEATHER POOR HU3TBCTI0N 

RDC MAIL 

SPLINTED MAIL C300D PROTECTION 

CHAIN MAIL 

PLATE mH BEST PRDTBCTION 

NOTE - HELMETS AND SHIELDS ARE NCT OFFERED LATER IN THE GAME. THEY SHOULD BE PURCHASED IF AT Ali 
POSSIBLE AS THEY GIVE THE GREATEST AMOUNT OF PRCfTECTICN PER GOLD PIECE. 

WEAPONS - THE WEAPONS USEABLE BY THE PLAYER WILI. BE LISTED FOR YOUR PURCHASE. SEE THE TABLE IN THE 
WEAPONS SECTION FOR LIST CF WEAPONS. 

GOLD - EACH PLAYER STARTS WITH A RANDOM AMOUNT OF GOLD DEPENDING UPON PLAYER CLASS. THIS GOLD WILL OUTFIT 
YOUR PLAYER IF YOU ARE CAREETJL. YOU FIRST WILL BUY ARMOR, THEN WEAPONS. THE AMOUNT OF GOLD LEFT AFTER 
EACH PURCHASE IS LISTED FOR YOUR REFTOENCE. 

WHEN THE PLAYER IS OUTFITTED THE PROGRAM WILL LIST THE PURCHASES, ANY GOLD LETT, AND ASC YOU IF THIS IS 
CORRECT. IF YOU ARE SATISFIED WIIH YOUR PURCHASES THEN A <Y> WILL CONTINUE THE PROGRAM. IF YOU WISH TO 
CHANGE YOUR PURCHASES, A <N> ANSWER WILL GIVE YOU A CHOICE OF CHANGING YOUR PURCHASES. AT NO TIME CAN YOU 
BUY MORE THAN YOU HAVE OQID TO PAY WUH. 



IF YOU ARE USnC DISK, YOU WILL BE GIVEN THE CHANCE TO ENTER YOUR PLAYER INTO THE PERMANENT ARCHIVES 
(DISK FOE) FOR EASISl RECALL LATER. YOU MUST SHIL KEEP A HARD C30PY CF HIS CGCE AM) BqpiRiEHr lOl IXOti 
USE. 

PROGRAM 2 : DEATH 



THIS IROGRAM CONTAINS THE DUNGEON ADVENIURE, TREASURES AH) MONSTERS THE PARTY WILL ENQOUITER. 

THE IRDGRAM CAN HANCU: PARTIES OF UP TO 8 PLAYERS. IT IS SUGGESTED NOT TO TAKE LESS THAN 3 PLAYERS IN A 
PARTY UNLESS THE FLAY^ ARE VERY STRONG AND EXPERIENCED. OF COURSE, ONE PERSON CAN ASSUIE AIL OF THE 
CHARACTERS TO PLAY ALONE. 

AT THE START OF THE GAME THE PROGRAM WILL ASK FOR THE NUMBER IN YOUR PARTY AND THE PLAYER CODES 
CONTAINING THE INFORMATION NEEDED TO PLAY THE GAME. THE CODES SHOULD BE LISTH) IN YOUR MARCHDG (AND 
FIGHTING) ORDHl. I WOULD SUGGEST POTTING A STRONG FIGHTER UP FRONT, WEAKER MORE VUINTOABLE PLAYERS IN THE 
MWaZf THEN ANOTHER FIGHTER AT THE END. 

IF YOU HAVE DISK, THE SYSTEM WILL ASK IF YOU WANT A CHARACTER FRCM THE ARCHIVES. ANSV^ 'Y' AND THEN 
GIVE THE CHARACTERS NAME. PLEASE BE CERTAIN THAT THE CHARACTERS HMNTITY IS ON THE DISK THAT IS IN THE 
DRIVE. 

THE EROGRAM WILL THEN REVIEW THE PLAYER CODE ON EACH PLAYER AND ASK IF THIS INFORMATION IS CORRECT. IF 
THE INFORMATION IS CORRECT, A <Y> ANSWER WILL CONTINUE THE EROGRAM. A <N> ANSWER WILL ALLOW YOD TO 
CORRECT A FLAYER'S OOCE. 



FLAYINS DEATH 



CONTROLS - THE SYSTEM WIIL PUT YOU AT LEVEL ONE TO START THE GAME. IF YOU HAVE A THIEF WTIH YOU, A 
CCMPASS WILL BE DISLAYS) IN THE UPPER LEFT HAND CORNER OF THE SCREEN. YOU WILL BE LOGKINS DOWN A 
HALLWAY. 

TO TURN LETT, YOU PRESS EIIHER THE "<" OR THE "Z" KEYS. EITHER ">" OR"/" WIIL TORN YOU RIGHT. THE SPACE 
BAR MCfVES YOU AHEAD. 

WHEN NOT IN COMBAT, THE 'T KEY WILL GIVE YOU AN INVENDORY OF THE STATUS CF ALL CHARACTERS, THE "tf' 
KEY WILL TEIL THE GODS THAT ONE CF YOUR CLERICS WANTS TO USE A HEALTHS SPELL, 
THE ')f ' KEY WILL ALLOW YOUR WIZARD TO CAST A MAPPIH3 SPELL AND DISPLAY A MAP OF THE LEVEL YOU ARE ON. ON 
THAT MAP, STAIRUAYS ARE MARKED WIIH A GREZN CIRCLE AH) YOUR POSITION IS MARKED WIIH A OCHPASS INDICATOR. 
UNFORTUNATELY, MONSTXRS ARE DffJNE TO MAPPING SPEILS AND TREASURES ARE MUSICALLY HUXXN SO THAT NEHHER 
SHOWS UP ON A MAP. 

TO MAKE THIN3S EVEN MORE DIFFICULT, NEIIHER TREASURES NOR STAIRUAYS CAN BE SEEN UNTIL YOU STUffiLE OVER 
THEM - SO EVERY CRA1«Y HAS TO BE EXPLORED. 

THE FINAL CONTROL IS THE "L" WHICH WIIL LISTIN FOR ABOUT TWO CORRIDORS EACH WAY. LISTQONS WORKS FREITY 
WEIL AT LOWER LEVELS, BUT THE MONSTStS CEI SNEAKim AS WE GO ISEEPER AM) EVENIUAILY YOU WCN'T BE ABLE TO 
TRUST WHAT YOU HEAR. 

WEAPONS 

CLASS WEAPONS USEABLE IN THE GAME 

BOW & ARROWS, SWORD, DART, DAGGER 
DART, MACE, DMXER 
SWORD, DART, EMGSER, MACE 
DART, EMI3R, MACE, SPEILS 



FIGHIIR 
OiRIC 
THIEF 
WIZARD 



WEAPON DAMAGE 

WEAPON DAMAGE (MAX. PBEl SHOT) SHGTIS PER BOUND 



ARROW 8 POINIS 2 

SWORD 8 POINES 1 

DART 4 POINTS 3 

MACE 6 POINIS 1 

DAGGER 6 POINIS 1 

BARE HANDS 2 POINTS 1 



SPELLS SEE SPEIL SECTION 

WIZARD SPELLS: 

FIRST IZVEL AND UP: 

MAGIC MISSILE - THE MAGIC MISSIUE SPEEL SENDS ONE OR MORE MAGIC MISSILES THAT UNEBRINXY STRIKE 
THEIR OPPONENT. THE MAGIC MISSILE DOES BETWEEN 2 AND 5 POINTS OF DAMAGE. THE NUMBER OF MISSILES CAST PER 
SPELL GOES UP Wm EVERY TWO SKILL LEVELS. FIRST LEVEL CASTS 1 MAGIC MISSII£ PER SPEIL, THIRD LEVEL HAS 2 
MISSTT.es PER SPELL, ETC. 

THIRD lEVEL AND UP: 

FIREBALL - THE FIREBAIL SPELL CAUSES AN EXPLOSION TO OCCUR AMONGST THE OPPONENT'S FORCE, DESTROHNG OR 
WOUNDING THE OPPONENT. THE AMOUNT OF DAMAGE DONE IS DEPENDENT ON THE SKILL LEVEL OF THE WIZARD. 

SlXm IZVEL AND UP: 

DEATH - THE DEATH SPELL SLAYS FROM 1 TO 20 OPPONENTS DEPENDING ON THE LEVEL OF THE DUNGEON YOUR PARTY 
IS EXPLORING. THE DEEPER IN THE DUNGEON YOUR PARTY IS IN, THE SMAILER NUMBER OF OPPONENTS SLAIN. 



IT IS POSSIBLE TO FIND A MAGIC FIREBALL WAND AMONGST THE DUNGEON TREASURE. THIS WAND CASTS THE SAME TYPE 
OF FIREBALL AS A WIZARD'S SPELL. EACH OF THESE FIREBAILS WES UP TO 36 POINTS OF DAMAGE. THE FIREBALL 
WAND DOES NOT HAVE TO BE WIELJM) BY A WIZARD, IT CAN BE USED BY ANY PLAYER AS IXH3 AS THAT. PLAYER 
POSSESSES THE WAND. 

A SPELL OR A FIREBALL WAND CAN BE USED AS ANY REGULAR WEAPON IS USED. SEE COMBAT SECnON. 
NOTE * THE WXmM DAMAGE PER SHOT GIVEN HERE IS FOR LEVEL ONE PLAYERS ONLY - IT GOES UP WITH THE SKILL 
I£VEL. SOME WEAPONS WILL ALSO WORK BETIER FOR SOME INDIVIDUALS. 

CLERIC ABILITIES - THE CLERIC FLAYHl CAN ATTEMPT TO TTJRN AWAY "UNDEAD MONSTERS" SUCH AS SKELETONS AND 
ZOMBIES. THE CLERIC ALSO HAS HEALING SPELLS THAT CAN BE USED TO RESTORE PLAYERS HIT POINTS. 

CLERIC SPEILS - 

HEALING: THE CLERIC'S HEALING SPELL WILL RESTORE BETWEEN 1 AND 8 OF A PLAYER'S HIT POINTS. THE 
RECEIVIN3 PLAYER CANNOT RECEIVE MORE THAN THE STARTING NUMBER OF HIT POINTS AND A DEAD PLAYER CANNOT BE 
RESURRECTED BY THE OJERIC. 

THLEF ABILITIES - THE THIEF HAS TWO VERY SPECIAL ABILTTIES THAT ARE USED IN PLAYING THE GAME: 

FIND/RE2CVE TRAPS7.: THIS ABILITY ALLOWS THE THIEF TO FIND AND REMOVE TRAPS IRIOR TO OPENHC TREASURE 
CHESTS. IF THE PARTY FINDS A CHEST IN A ROOM, THE CHEST MAY BE BOOBY-TRAPPED. THE THIEF SHOULD ATTEMPT 
OPENm; THE TREASURE CHEST, SINCE ONLY THE THIEF CAN DETECT TRAPS. 

HIDE IN SHADOWS?.: THLS ABILITY CAN BE USED DURING COMBAT TO ATTEMPT TO HESE, MOVE AROUND THE ENEMY, AND 
STAB ERCM BEHIND. STABBING ERCM BEHIND DOES DOUBLE DAMAGE TO THE OPPONENT. TO USE THIS ABILITY: 

PROMPT: DOES "NAME"W1SH TO FIGHT? 
ANSWER: H 

IF THE THIEF SUCCEEDS IN HIDING THEN THIS WIIL BE DISPLAYED. IF THE THIEF DOES NOT SUCCEED THEN ANOTHER 
OiANCE TO FIGHT WILL BE OFFERED. 

IF THE THIEF SUCCEEDS IN HIDING, HE WILL BE IGNORED UNTIL THE MONSTERS ARE HEAD TO HEAD WITH US AND 
THEN ASKED IF HE WANTS TO FIGHT. ANY DAMAGE DONE ERCM HIDING IS DOUBLED ERCM WHAT IT WOULD BE 
OIHERWISE. 



QCMBAT - RANDOM AND NOT SO RANDCM MONSTERS WILL ATTACK THE PARTY DURING THEIR EXPLORATIONS. NORMALLY THE 
MONSTERS WILL NOT ATTACK UNLESS YOU ARE FACING THEM (THEY ARE DISTURBED BY YOUR lAMP) - BUT THEY WILL 
ATTACK FIRST IF YOU WALK RIGHT BY ONE IN A SIM: CORRIDOR AND AT LOWER LEVELS SPIDERS WILL HANG ON THE 
CEILING AND DROP ON THE PARTY. THE PARTY HAS THE CHOICE OF ATTACKING OR RUIWING . ENTER "R" WHEN ASKED 
IF YOU WANT TO FIGHT IF YOU WANT TO TRY TO RUN INSTEAD. - GOOD UXK - SOME OF THEM MONSTffiS IS FAST ON 
THE FEET. 

IF YOU HAVE A CLERIC ALONG, AND THE ATTACKERS ARE "UNDEAtf', HE WILL BE GIVEN A CHANCE TO TRY TO TORN 
THEM AWAY. THAT IS WI ALWAYS A GOOD IDEA AS THEY ONLY RUN AS FAR AS THE FIRST BEND IN THE CORRIDOR. 
THEY CAN REGROUP THERE AND MAY HAVE MORE OR LESS ERIENDS WHEN YOU FIGHT THE NEXT TIME. THE MAIN EURPOSE 
OF THE TURNING IS TO GIVE THE PARTY DISTANCE TO USE LONGER RANGE WEAPONS OR TIME TO ESCAPE. 
IF A HAYER DOES NOT FIGHT, HE WIIL NOT BE ATTACKED THAT ROUND. 

PLAYKS ARE AWARDED EXPERIENCE POINTS FOR ALL MONSTERS KLUED, HOWEVER, IF A PLAYER DID NOT FIGHr AT 
LEAST ONE ROUND OF EACH QQMBAT SEQUENCE, THEN NO EXPERIENCE POINTS ARE AWARDED TO THAT PLAYER. 

PRCMPT: USING WHAT WEAPON? 
ANSWER: S (USES SWCBD) 

B (USES BOW) 

D (USES DARTS) 

G (USES IMGGER) 

M (USES MACE) 

N OR H (USES BARE HANDS) 

W (USES SPELLS) 

F (USES FIREBALL WAND) 



THE TXEPER THE PARTY GOES INTO THE DUNGEON, THE STRONjIR THE MONSnSS BBQGHE. THE TREASURE AND EXPERIBICE 
POINTS AVAILABLE ALSO INCREASE. 

TREASURE - TREASURE IS FOUND ON OVERCOME FOES AND IN ROOMS OF THE DUNGEON. THE PROGRAM AWARDS TREASURE 
AND SPLITS IT UP BETWEEN THE PLAYERS ALTTCMATICAILY. TO AVOID DISPOTES, ANY OCD PIECES WILL BE DROPPED. 

SOME SPECIAL TREASURE ITEMS MAY BE FOUND IN THE DUNGEON. THESE HAVE DIFFERENT EEFBCTS ON THE PLAYER 
POSSESSING THE ITEMS. THESE WILL BE ASSIGNED TO THE PLAYER YOU AGREE CN . IF NO ONE WANTS THE TREASURE, 
ANSWER "N" TO "VHO GETS IT?". . THE TREASURES MAY INCREASE YOUR HTT POINT ADJUSTMENT (HOW HARD YOU HIT 
THEM), AID TO YOUR DEFENSIVE ABILITIES, OR BE A NEAT NEW FIREWAND THAT ANYONE CAN USE. 



ESCAPING THE DUNGECN - WHEN THE COMPANY IS READY TO ESCAPE THE DUNGEON AND REST AiULIE, USE THE STAIRS. - 
rr MAY BE A LrrnE difficult to find them without a wizard as you HAVE TO WALK INTO A WALL TO SEE IF. IT 
IS A STAIRWAY. - HINT - ALL STAIRWAYS ARE AT THE END OF CORRIDORS. GO UP TO LEVEL 0 TO FIND THE DW. 

THE STAIRS ARE ALSO USED TO GO DEEPER IN THE DUNGEON. THAT IS EASY BECAUSE THE MONSIERS DON'T CARE IF 
YOU 00 DOWN. ON THE WAY UP, THEY ARE MORE AIERT AND YOU WIIL NORMALLY HAVE TO FIGHT YOUR WAY OUT OF THE 
DUNGEON. 



AFTER THE PARTY HAS ESCAPED THE DUNGEDN THEY RETURN TO THE INN OF THE OOUXN DREAMS. THE PARTY STARTS : 
THE OOfKN ROOM. THE Off IS LOCATED IN A SMAIL BORDER TOUN ON THE EDGE CF THE WILDERNESS. 

WHILE STAYING AT THE Il« THE PARTY MAY VISIT THE FOLLOWING: 

BLACKSMITH BUY/SEIL ARMOR OR WEAPONS 

STORE BUY SUPPLIES 

JEWELER BUY/SEIL JEWEIRY OR GEMS 

a«0NicLER jmrnxx each playhi 

ROOM refresh, heal, GET NEW FLAYER (XXE 



THE USE OF each SECTION IS FAIRLY SEUF EXPLANTTORY. EOTIR THE FIRST LETTER OF THE LOCATION YOU WANT TO 
VISIT. WHEN DONE IN THAT SECTION ENTER "N" FOR THE NAME OF THE NEXT BUYER TO GET BACK TO THE MAIN 

LOBBY. 

NOriE * YOUR OLD ARMOR MUST BE TRADED IN TO GET NEW STUFF AS YOU ARE ALLOWED ONLY ONE ARMOR PIECE (EXCEPT 
SHIELD AND HELMET) AT A TIME. IF YOU HAVE NONE, ENUR "N". 



\Jtm DONE 00 TO IHE BOGH. YOUR WOUNDS WILL BE HEALED, WIZARDS AND CLSaCS GIVQ) NEW SFQXS, AND A NEW 
CODE WnL BE GIVEN TO EACH PLAYER. WTER THIS OOCE CNIO YOUR HISTORY SHEET PGR THE NEXT GAME, OR ENIHl 
INTO THE PERMANENT AROIIVES IF DSDC DISK. 

FIAYER HISTORY OiABI 



EAOI PLAYER WIIL NOD A PLAYER HTSTORY CHART TO KEEP TRAOC CF HIS/HER HIOGRESS IN THE GAME. AS EXPERIENCE 
POINTS, HIT POINTS, SKILL LEVEL, ETC. INCREASE, THE APPRDHIIATE NEW VALUES SHOULD RETLACE THE OLD 
VALUES. 

EXPLANATION OF PLAYER HISTORY CHART THUS: 

HAYER OCOE - THE PLAYER CODE IS A 30 CHARACTER STRING VARIABI£ OONTAINnG ALL THE INFORMATION ON THE 
FLAYER NEEDED TO PLAY THE GAME. THE CODE SHOULD BE ENTERED AS A SINGLE LINE OF TATA, 

NAME - THE PLAYERS NAME MAY BE ANY OMBINATION OF ALPH-NUMERIC CHARACTERS NCT MORE THAN 8 CHARACIIRS IN 
LENGTH. 

SKILL LEVEL - THIS IS THE CURRENT SKILL LEVEL OF THE PLAYER. AS EXPERIENCE IS GAINED, THE SKILL LEVEL 
Wm INCREASE. 

ARMOR CLASS - THIS IS A REPRESENTATION OF THE PLAYER'S ABILITY TO DEFEND HIMSELF/HERSELF. THE FINDIN3 AND 
WEARING CF ANY MAGICAL ITEMS CAN IMPROVE YOUR ARMOR CLASS, BUT NORMALLY IT IS A FUNCTION OF THE TYPE OR 
ARMOR YOU ARE WEARING. NOTE - SMAUJR NUMBERS DENOTE BETTER ARMOR CLASSES. 

CLASS - THIS IS THE PLAYERS OCCUPATICN AND CAN BE: FIGHTER, CLERIC, WIZARD, OR THIEF. 

RACE - THE PLAYER CAN BE EITHER A HUMAN, ELF, DWARF, OR HALFLING. SEE THE RACE SSmON OF THE PLAYER 
PROGRAM FOR DESOIIFTICNS AND ADVANTAGES A)ISADVANrAGES . 

SIR,]NT,WIS,ETO:.: see ABILITIES SECTION OF PLAYER PROGRAM. 



DAMAGE ADJUSTMENT - POINTS ADDED TO YOUR HIT BEYOND NORMAL EXPECTATIONS. MHIRMLNED BY STRENGTH AND 
MAGICAL ITEMS. 

EXPERIENCE - THIS IS THE VALUE OF THE POINTS EARNED BY EXPLORINS THE DUNGEON, FINDDC TREASURE AND 
KIILINS MONSTERS. EXPERIENCE POINTS ARE USED TO MTERMINE aOLL LEVEL. OttY ONE (1) SKILL LEVEL MAY BE 
GAINED FOR EACH EXPLORATION OF THE DUNSBON. AT TIMES, THE NUMBER OF EXPERIENCE POINTS BELONGING TO A 
HAYER WILL BE GREATER THAN THE AMOUNT NEEDED TO RAISE THAT PLAYER MORE THAN ONE SKILL LEVEL. IF THIS 
HAPPENS THEN THE PROGRAM WHL RESET THE PLAYER'S EXPERIENCE POINTS TO 1 LESS THAN NEEDED TO RAISE THE 
PLAYER TO THE NEJCT SKILL LEVEL. THIS NEW EXPERIENCE POINT TOTAL WILL REPLACE THE EXISTINS HIGHER VALUE. 

HIT POINTS - THESE ARE THE NUMBER GF POINTS DAMAGE THE PLAYER CAN TAKE mOKE THAT PLAYER DIES. HIT 
POINTS CAN BE RESTX»£D BY A CLERIC'S HEALIN5 SPEIL (SEE CLERIC SECnCN). WHEN THE PLAYER ESCAPES THE 
DUNGEON, HISAffiR HIT POINTS ARE FULLY RESTORED. 

EXPERIENCE ADVANTAGE - THIS IS A PERCENTAGE VALUE THAT IS AUTOMATICALLY AIDED INTO YOUR EXPERIENCE POINTS 
GAINQ) FOR EACH ADVENLURE. THE EXPERIENCE ADVANTAGE IS BASED ON HIGH ABILITY SCORES IN THAT PLAYER'S 
IREFERRED ABILITY. 

Hir POINT ADJUSTMENT - THIS VALUE IS AN ADJUSIMENT OF A PLAYER'S HIT POINTS BASED ON THAT PLAYER'S 
OONSnnrTICN ABILTIY score, this value is automatically added INTO THE HAYER'S HIT POINT TOTAL EACH TIME 
THE PLAYER INCREASES IN SKIIL LEVEL. 

FIND/REMOVE TRAPS AND HIDE IN SHADOWS - THESE PERCENTAGES ARE USED BY THIEVES. (SEE THIEVES ABILITIES 
SECTION) 

ARMOR - THE PLAYER'S WEAPONS (INCLUDIN3 MAGICAL ONES) SHOULD BE LISTS) HERE. 
MISC. - ANY OTHER TIEMS THE HAYER MAY POSSESS CAN BE LISTID HERE. 

MAGICAL SPELLS - THIS VALUE IS THE NlWBffi OF MAGICAL SPELLS AVAILABLE TO THE PLAYER. WHEN THIS NCMBHl IS 
EXCEEDED DURIN3 AN AEVENTORE THE PLAYER IS OUT OF SPQLS AND MOST TRUST TO OIHER MEANS. 



HINrS FOR SUOCESSETJL AEVENIURES 



WHEN PLAYING THIS GAME, THE ORDER IN WHICH YOUR PLAYTOS ARE LISTED IS THE OBDER THEY WIIL BOUORE, ETGHT, 
ETC. THE FIRST PLAYffi IN LINE SHOULD BE A STRDNS FIGHIIR TO BEAR THE OPPONENT'S INITIAL ASSAULT. THE REST 
CF THE PARTY CAN BE IN ANY ORDER, WIIH ANOTHER FIGHIIR AT THE END ( IF POSSIBLE). I FDD SIX PLAYERS IN A 
PARTY WORKS WELL. 

THE USE OF WIZARD SPELLS SHOULD BE CONSERVED UNTIL ABSOLUIELY NEEMD. ANY PLAYER WTIH A FIREBALL WAND 
SHOULD USE THE WAND ONLY IF THE PARTY IS GREATER THAN 20 FEET AHAY ERCM THE ENEMY. 

THE USE OF THE CLERIC'S HEALING SPELLS SHOULD BE CONSERVED AND USED ONLY IN LIFE AND DEATH SITUATIONS. 

DURING COMBAT, IF ANY PLAYER DOES NOT FIGHT, THAT PLAYER WILL NOT BE ATTACKED. LET WEAK PLAYERS LIKE 
WIZARDS FKHT ONLY A FEW ROUNDS FRCM SAFE DISTANCES AT FIRST. LET WEAKER PLAYERS SIT OUT THE TOUGH ONES 
IN EARLY COMBATS. 

ONE LAST WARNING, DO NOT TRY TO EXPLORE ALL OF THE DUNGEON WHEN YOU HAVE A YOUNG PARTY OF EXPLORERS. IF 
YOU DO, YOUR PARTY WIIL NOT RETURN. 

LAST AND MOST IMPORTANT NOTE- THE GAME IS CONSIDERED WON WHEN YOU ATTACK AND KILL MAGDARR AND THEN 
RETURN (ALIVE) TO YOUR ROCM. AS IN REAL LIFE, THERE ARE NO ACCOLADES AND NO BIG ENDING EXCEPT FOR YOUR 
SELF CONGRATULATIONS. 

MAGDARR IS ON LEVEL 16 - GUARMD BY HIS BEST AND MEANEST MONSTERS - AND WATTEG FOR YOU. 

BY THE WAY, RUMOR HAS IT THAT DEIP IN THE DUNGEON THERE LIES A NIMBER OF FABULOUS DIAMONDS. (IF I COULD 
ONLY REMEMBER WHERE?). 

LASTLY, WATCH OUT PGR THE 

GOOD UXK 



LQADIN3 INSTRUCTKHS 



PLAYER PROGRAM - THIS IS A STANDARD BASIC PROGRAM. 

FCR TAPE TYPE 'LOAD "PLAYER" OR JUST 'LOAD'"' ' - AS USUAL, PRESS THE OCmiXRE KEY WHEN THE PROGRAM 
IS POUND 

PGR DISK TWE 'LQADf'PLAYni",8' (RETURN) 

DUNGEONS - THIS LOADS AS TWO MACHINE OOCE PROGRAMS - 

EX]RTAPE- TYPE 'LQADf"', 1,1' AND PRESS RETURN. PRESS OCWMODORE KEY WHEN THE FIRST PROGRAM IS PCUND 
AND AGAIN A FEW SECONDS LATER WHEN THE SECOND PROGRAM IS POUND (IT WILL STOP THE TAPE.) 
FOR DISK - LQADf'*",8,l OR LQAtf 'MAGDARR" ,8,1 <REIURN> 

THE DUNGEON PROGRAM WIIL AUTO-START IF LQAEH) PROTERLY 

LOADING PROBLEMS 

THERE SHOULD BE NO LOADING HtiOBLEMS WTIH DISK. HOWEVER GETTING A 32K TAPE PROGRAM INTO A C64 CAN BE 
TOUCHY. 

EUR TAPE - BE CERTAIN THAT YOUR TAPE RBOORDSl IS AS FAR FRCM THE; SYSTEM AS THE CORD WILL STRETCH. THE 
CPU PUTS OUT A LOT OF NOISE AND CAN HURT LOADING. 

MAKE CERTAIN THAT YOU ARE LOADING WTLH THE PROPER COMIANDS. MOST OF THE COMPLAINTS THAT WE GET AMI FRCM 
PEOPLE WHO ARE NOT PUTTING IN - LQAtf"', 1,1 -. 
REMEMBER THAT THERE ARE DIFFERENT COPIES ON BOLH SIDES. IF ONE DOES NOT LOAD, TRY THE OTHER. 



